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The Gathering 


Summon Elder D rago n Lege: 


Flying 

Whenever Nicol Bolas damages an 
opponent, that opponent discards 
his or her entire hand. Ignore this 
ability if that opponent has no 
cards left in hand. 

During your upkeep, pay i Q «> or 
bury Nicol Bolas. 


Illus. Edward Beard, Jr. 
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Summon Elder Dragon Leg< 


Flying 

Whenever Nicol Bolas damages an 
opponent, that opponent discards 
his or her entire hand. Ignore this 
ability if that opponent has no 
cards left in hand. 

During your upkeep, pay i Q %) or 
bury Nicol Bolas. 


Illus. Edward Beard, Jr. 
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Planeswalker — Bolas 


: Destroy target noncreature permanent. 


I Gain control of target creature. 

Nicol Bolas, Planeswalker deals 7 damage 
: to target player. That player discards seven 
cards, then sacrifices seven permanents. 


D. Alexander Gregory 


Nicol Bolas, Planeswalker 
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20 Lessons 




20 Lessons 



LessoK #1 









Hying 

Suspend 4 — 1 4 (Rather than play this 
card from your handy you may pay 1 4 
and remove it from the game with four time 
counters on it. At the beginning of your 
upkeep 'y remove a titne counter. When you 
remove the last y play it without paying its 
mana cost. It has haste.) 

4/4 ) 

















Hying 

Suspend 4 — 1 4 (Rather than play this 
card from your handy you may pay 1 4 
and remove it from the game with four time 
counters on it. At the beginning of your 
upkeep 'y remove a titne counter. When you 
remove the last y play it without paying its 
mana cost. It has haste.) 
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Creature — Illusion 


Flying 

Suspend 4 — 1 4 (Rather than play this 
card from your handy you may pay 1 4 
and remove it from the game with four time 
counters on it. At the beginning of your 
upkeep remove a titne counter. When you 
remove the last, play it without paying its 
mana cost. It has haste.) 

4/4 I 
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Creature — Illusion 


Flying 

Suspend 4 — 1 4 (Rather than play this 
card from your handy you may pay 1 4 
and remove it from the game with four time 
counters on it. At the beginning of your 
upkeep remove a titne counter. When you 
remove the last, play it without paying its 
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Creature — Illusion 


Flying 

Suspend 4 — 1 4 (Rather than play this 
card from your handy you may pay 1 4 
and remove it from the game with four time 
counters on it. At the beginning of your 
upkeep remove a titne counter. When you 
remove the last, play it without paying its 
mana cost. It has haste.) 
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Creature — Illusion 


GO 


Flying 

Suspend 4 — 1 4 (Rather than play this 
card from your handy you may pay 1 4 
and remove it from the game with four time 
counters on it. At the beginning of your 
upkeep remove a titne counter. When you 
remove the last, play it without paying its 
mana cost. It has haste.) 
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Errant Ephemeron 





Errant Ephemeron 





Creature — Illusion 


Flying 

Suspend 4 — 1 4 (Rather than play this 
card from your handy you may pay 1 4 
and remove it from the game zvith four time 
counters on it. At the beginning of your 
upkeep , remove a time counter. When you 
remove the last, play it without paying its 
mana cost. It has haste.) 
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(( CREATURE THAT CAN'T ATTACK v&vi), 


Creature — Illusion 


Flying 

Suspend 4 — 1 4 (Rather than play this 
card from your handy you may pay 1 4 
and remove it from the game with four time 
counters on it. At the beginning of your 
upkeep, remove a time counter. When you 
remove the last , play it without paying its 
mana cost. It has haste.) 
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Errant Ephemeron 


Creature — Illusion 


Flying J ^ 
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Errant Ephemeron 



Creature — Illusion 


Flying 

Suspend 4 — 1 4 (Rather than play this 
card from your handy you may pay 1 4 
and remove it from the game with four time 
counters on it . At the beginning of your 
upkeep, remove a time counter \ When you 
remove the last , play it without paying its 
mana cost . It has haste.) 
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Griselbrand 


f 




Legendary Creature — Demon 


Flying, lifelink 
Pay 7 life: Draw seven cards. 

“ Avacyn emerged from the broken 
Helvault, but her freedom came at a 
price — him ” 

— Thalia, Knight-Cathar 

| 7/7 )' 


— S>igor Kierylnk "v • - '' 
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Building The Best Griselbrand 




GERRY THOMPSON 

6/14/12 


#Legacy 



{TT] 



While testing for the SCG Invitational one thing became abundantly clear: Griselbrand is the card to beat 
in Legacy. 

Hashtag GriselBanned? It's looking more and more likely. Cards like Yawgmoth's Bargain and 
Necropotence are banned in Legacy and for good reason. The thing about Griselbrand is that it’s 
arguably easier or just as easy to get into play as those other cards. 

Unlike other giant legendary creatures like Iona Shield of Emeria or Emrakul the Aeons Torn Griselbrand 

isn't affected by some of the cards that deal with those likejace the Mind Sculptor and Karakas. Sure it 
can get bounced or Plowed or whatever but with your seven or fourteen new cards you should be able 
to find something else to do such as Reanimating Angel of Despair or casting Sneak Attack. 


Aside from all of his success in Legacy the thing that led me down the dark path was this Modern deck: 
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While testing for the SCG Invitational one thing became abundantly clea 
in Legacy. 


Griselbrand is the card to beat 





Hashtag GriselBanned? It's looking more and more likely. Cards like Yawgmoth's Bargain and 
Necropotence are banned in Legacy and for good reason. The thing about Griselbrand is that it’s 
arguably easier or just as easy to get into play as those other cards. 

Unlike other giant legendary creatures like Iona Shield of Emeria or Emrakul the Aeons Torn Griselbrand 

isn't affected by some of the cards that deal with those likejace the Mind Sculptor and Karakas. Sure it 
can get bounced or Plowed or whatever but with your seven or fourteen new cards you should be able 
to find something else to do such as Reanimating Angel of Despair or casting Sneak Attack. 

Aside from all of his success in Legacy the thing that led me down the dark path was this Modern deck: 
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Griselbrand 
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Legendary Creature — Demon 


Flying, lifelink 
Pay 7 life: Draw seven cards. 

“ Avacyn emerged from the broken 
Helvault, but her freedom came at a 
price — him ” 

— Thalia, Knight-Cathar 

| 7/7 )' 


— S>igor Kierylnk "v • - '' 
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Legendary Creature — Demon 


F]ymg4ifelink 

Pay 7 life]) Draw seven cards. 


cc 


1 Avacyn emerged from the broken 
Helvault, but her freedom came at a 
price — him ” 

— Thalia, Knight-Cathar 


— ~ Igor Kieryluk y • <%- 
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Legendary Creature — Demon 
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,Pay 7 life^Draw seven cardsj) 

“ Avacyn emerged from the broken 
Helvault, but her freedom came at a 
price — him.” 

— Thalia , Knight-Cathar 
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Black Cal 
Creepy "Doll 

Evil T*>iK 

Woodek Slake 


Lost Ik Ike Woods 
Oar of Eyeballs 
2-ornble Apocalypse 

Cellar T>oor 
Burup Ik Ike hilgkt Seakce 

Butcher's Cleaver Graveyard Skovel 
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((Butcher's Cleaver 


vu 


% A 




IfS 



(( Artifact — Equipment 


Equipped creature gets +3/+0. 

As long as equipped creature is a Human, 
it has lifelink. 

Equip 3 

Outside the safety ofThrabeti, there is little 
distinct ion between tool and weapon. 


»Jason Felix 
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Zombie Apocalypse 




r^Tvfe : w 
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Sorcery 


Return all Zombie creature cards 
from your graveyard to the battlefield 
tapped, then destroy all Humans. 

“ There will come a day so dark you will 
pray for death. On that day your prayers 
will be attszvered” 

— Minaldra , theVizag A turn 
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((Creepy Doll 
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Artifact Creature — Construct 


Creepy Doll is indestructible. 

Whenever Creepy Doll deals combat 
damage to a creature, flip a coin. If you 
win the flip, destroy that creature. 

A child's porcelain doll went missing one 
night, as did a pair of kitchen shears and the 
town magistrate. 

17D 


je*-Matt Stewart 
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"*& C I0Ql 20l2*ru»n*t of th* Co*»t I.LC 2015 


Seance 




Enchantment 


At the beginning of each upkeep, 
you may exile target creature card 
from your graveyard. If you do, put 
a token onto the battlefield that’s a 
copy of that card except it’s a Spirit 
in addition to its other types. Kxile it 
at the beginning of the next end step. 


SeaKce 
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((jar of Eyeballs 


Artifact 

Whenever a creature you control dies, put 
two eyeball counters on Jar of Eyeballs. 

3 , <• , Remove all eyeball counters from 
Jar of Eyeballs: Look at the top X cards 
of your library, where X is the number of 
eyeball counters removed this way. Put one 
of them into your hand and the rest on the 
bottom of your library in any order. 
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{(Graveyard Shovel 



( ( Artifact 


2 , c : Target player exiles a card from 
his or her graveyard. If it’s a creature 
card, you gain 2 life. 

Thanks to HavenguTs thriving illegal 
market for corpses , the shovel that interred a 
body during the day is usually the same one 
digging it out at night. 

—^Martina Piltcrova ^ JM- \ / . j 
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Target opponent loses 3 life. 

Flashback 5 •> fKw may out this card 
from your graveyard for its flashback cost. 
Tlten exile it.) 

It's not just the wind. It's not all in your head. 
And it V definitely something to worry about. 


Kev Walker J*'* ' >t 
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Lost in the Woods 
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Enchantment 


W, 


Whenever a creature attacks you or 
a planeswalker you control, reveal 
the top card of your library. If it’s 
a Forest card, remove that creature 
from combat. Then put the revealed 
card on the bottom of your library. 


M 


Malt Stewart 


; 2012 Wizard* «f it*c < l I 




Lost lH fcke Woods 




Artifact — Equipment W 


Equipped creature gets + 1/+0. 

Whenever equipped creature blocks or 
becomes blocked by a Vampire, destroy 
that creature. It can’t be regenerated. 

Equip 1 (\ : Attach to target creature 
\ you control Equip only as a sorcery .) 


. David Palumbo \ / 
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((Cellar Door 
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Artifact 


3 , c : Target player puts the bottom 
card of his or her library into his or her 
graveyard. If it’s a creature card, you 
put a 2/2 black Zombie creature token 
onto the battlefield. 

As if anyone needed another reason to 
avoid dark, dank cellars. 


— Rob Alexander 
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Sorcery 


Return all Zombie creature cards 
from your graveyard to the battlefield 
tapped, then destroy all Humans. 

“ There will come a day so dark you will 
pray for death. On that day your prayers 
will be answered 
— Minaldra , theVizag A turn 



— Peter Mohrtw<J>er \ * y • ry* 
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(( Chained to the Rocks jj* ) 



Enchant Mountain you control 

When Chained to the Rocks enters 
the battlefield, exile target creature 
an opponent controls until Chained 
to the Rocks leaves the battlefield. 
(That creature returns under its 
owner’s control.) 

Aaron Miller 
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Rescue from the Underworld 




Instant 


2 r * h \* Ji m'/ 
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As an additional cost to cast Rescue from 
the Underworld, sacrifice a creature. 

Choose target creature card in your 
graveyard. Return that card and the 
sacrificed card to the battlefield under your 
control at the beginning of your next upkeep. 
Exile Rescue from the Underworld. 
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Trojan Horse 


RA01 


Artifact Creature — Horse 

Defender 

, When Trojan Horse enters the 
(, battlefield, an opponent gains 
control of it. 

At the beginning of your upkeep, 
each opponent puts a 1/1 white 
Soldier creature token onto the 
battlefield. 


©1993-2014 Wizards of the Coast. Inc. 
#378993 2/24/2016 5:24:22 PM 
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Trojan Horse 


RA01 


Artifact Creature — Horse 

Defender 

, When Trojan Horse enters the 
battlefield, an opponent gains 
control of it. 

At the beginning of your upkeep, 
each opponent puts a 1/1 white 
Soldier creature token onto the 
battlefield. 
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Artifact Creature — Horse 
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Defender 

When Akroan Horse enters the 
battlefield, an opponent gains control 
of it. 

At the beginning of your upkeep, each 
opponent puts a 1/1 white Soldier 
creature token onto the battlefield. 
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(( Akroan LIok 


Defender 

When Akroan Horse enters the 
battlefield, an opponent gains control 
of it. 

At the beginning of your upkeep, each 
opponent puts a 1/1 white Soldier 
creature token onto the battlefield. 


— — s'Seb McKinnon 3? 
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Artifact Creature — Horse 



I 
1 


Defender 

When Akroan Horse enters the 
battlefield, an opponent gains control 
of it. 

At the beginning of your upkeep, each 
opponent puts a 1/1 white Soldier 
creature token onto the battlefield. 
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Flying (This creature can’t be blocked 
except by creatures with flying or reach.) 

Vigilance (Attacking doesn’t cause this 
creature to tap.) 

Follow the light. In its absence, follow her. 




{ Flying J77n's creature can’t be blocked 
ly creatures with flying or reach.) 


Vigilance (Attacking doesn’t cause this 
creature to tap.) 


Follow the light. In its absence, follow her. 
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Begin Combat 


Attack 


End Combat 


Cleanup 
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t Giwwn,- Houacl 


Discard a card from your hand: Patrol 
Hound gains first strike until end of 
turn. 

To the camp, it was a fierce and loyal 
protector. To the sentry's youngest daughter, 
it would always be her “ Wuv Muffin." 
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protector. To the sentry's youngest daughter, 
it would always be her “ Wuv Muffin 
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Discard a card from your handp?atrol 
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it would always be her “ Wuv Muffin 
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Krosan Beast 



J 

Threshold — Krosan Beast gets +7/+7. 
(You have threshold as long as seven or 
more cards are in your graveyard. ) 

I Those who see the squirrels go underground ] 
[ in the winter aren't ready for what emerges \ 
in the spring. \ 


1/1 l 
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Threshold — Krosan Beast gets +7/+7. 
(You have threshold as long as seven or 
more cards are in your graveyard.) 

Those who see tne squirrels go underground 
in the winter aren Y ready for what emerges 
in the spring. 


Krosan Beast 


Illus. Kev Walker 
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Creature — Squirrel Beast 



Krosan Beast 




Creature — Squirrel Beast 


i Threshold — Krosan Beast gets +7/+7. 
(You have threshold as long d^^vefTo) 
more cards are in your graveyarc 

Those who see the squirrels go underground 
[ in the winter aren't ready for what emerges 
in the spring. 
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Creature — Squirrel Beast 


i Threshold — Krosan Beast gets +7/+7. 
(You have threshold asl oj^ g as t seven or 
more cards are in yoiif'graveyard. 




Those who see the squirrels go underground 
[ in the winter aren't ready for what emerges 
in the spring. 
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Threshold — Krosan Beast gets +7/+7. 
(You have threshold as long as seven or 
more cards are in your graveyard.) 


Those who see the squirrels go underground 
[ in the winter aren Y ready for what emerges 
in the spring. 
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Threshold — Krosan Beast gets +7/+7. 
(You have threshold as long as seven or 
more cards are in your graveyard.) 


Those who see the squirrels go underground 
in the winter aren 't ready for what emerges 
in the spring. 
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Discard a card from your hand: Patrol 
Hound gains first strike until end of 
turn. 

To the camp, it was a fierce and loyal 
protector. To the sentry 's youngest daughter, 
it would always be her “ Wuv Muffin.” 


IL-iS. -Biidrir 

™ & © 1993-2001 Wizards of the Coast, Inc. 38/350 


2 1 V 



Krosan Beast 





J 

Threshold — Krosan Beast gets +7/+7. 
(You have threshold as long as seven or 
more cards are in your graveyard.) 


Those who see the squirrels go underground 
[ in the winter aren Y ready for what emerges 
in the spring. 
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Threshold — Krosan Beast gets +7/+7. 
(You have threshold as long as seven or 
more cards are in your graveyard.) 


Those who see the squirrels go underground 
in the winter aren 't ready for what emerges 
in the spring. 


Illus. Kev Walker 
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(Q) Hanweir Watchkeep 




Creature — Human Warrior Werewolf 'If 

Defender 

At the beginning of each upkeep, 
if no spells were cast last turn, 
transform Hanweir Watchkeep. 

He scans for wolves, knowing there’s one 
he can never anticipate. 5/5 

1/5 1 
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(fj Bane of Hanweir 
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Creature — Werewolf 


Bane of Hanweir attacks each turn if able, 

At the beginning of each upkeep, if a 
player cast two or more spells last turn, 
transform Bane of Hanweir. 

Technically he never left his post. He looks 
after the wolf wherever it goes. 
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(jQ^ Civilized Scholar 
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Creature — Human Advisor 


<* : Draw a card, then discard a card. If a 
creature card is discarded this way, untap 
Civilized Scholar, then transform it. 


“Me, angry? Of course not. Thanks to my 
research. I'm above such petty emotions now ” 

5/l>| 


Michael C. Hayes 
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(£) Homicidal Brute 
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Creature — Human Mutant 


At the beginning of your end step, 
if Homicidal Brute didn’t attack 
this turn, tap Homicidal Brute, then 
transform it. 

For a moment his basest desires run free, 
unshackled by reason or conscience. 
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Creature — Human Wizard 


At the beginning of your upkeep, 
look at the top card of your library. 

You may reveal that card. If an 
instant or sorcery card is revealed 
this way, transform Delver of Secrets. 

3/21 


Nils Hamm 
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Flying 

“Unfortunately, all my test animals 
have died or escaped, so I shall be the 
final subject. I feel no fear. This is a 
momentous night.” 

— Laboratory notes, final entry 


— — » Nils Hamm 
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Insectile Aberration 


Creature — Human Insect 









Reaper from the Abyss 


Creature — Demon 


Flying 

Morbid — At the beginning of each 
end step, if a creature died this turn, 
destroy target non-Demon creature. 




1 Avacyn has deserted you. I welcome 
your devotion in her stead: 


1 12 / 264 ' ' 
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Reaper from the Abyss 


Creature — Demon 


Morbid — At the beginning of each 
end step, if a creature died this turn, 
destroy target non-Demon creature, 


u 




1 Avacyn has deserted you. I welcome 
your devotion in her stead: 


Matt Stewart 
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Army of the Damned 




,V 't 


Sorcery 


Put thirteen 2/2 black Zombie creature 
tokens onto the battlefield tapped. 

Flashback 7 (You may cast this 

card from your graveyard for its flashback 
cost. Then exile it.) 

Sometimes death comes knocking. 
Sometimes it tears down the walls. 














Army of the Damned 




Sorcery 




Put thirteen 2/2 black Zombie creature 
tokens onto the battlefield tapped. 

iashbacE^ 999 (You may cast this 
caMJrdmyour graveyard for its flashback 
cost. Then exile it.) 

Sometimes death comes knocking. 
Sometimes it tears down the walls. 
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Sorcery 




thirteen 2 black Zombie creature 
tokenTontothe battlefield tapped. 

Flashback 7 999 (You may cast this 
card from your graveyard for its flashback 
cost. Then exile it.) 

Sometimes death comes knocking. 
Sometimes it tears down the walls. 









Army of the Damned 


Sorcery 


Put thirteen 2/2 black Zombie creature 
tokens onto the battlefield tapped. 

■n«i* Mir< “nrann^i^ 

rlashbac07 <SP 9 (You may cast this 
cdnTJrdmyvur graveyard for its flashback 
cost. Then exile it.) 

Sometimes death comes knocking. 
Sometimes it tears dozvn the walls. 















Ik order feo kKo^ «ok<xfc 

Ik Mour qarvte 

J W 





















boston 


university 


College of 
Communication 



















> 






/ 






















































Ckrlsto 




Black Lotus <D 





Mono Artifact 

4 


Adds 3 mana of any single color of 
your choice to your mana pool, 
then is discarded. Tapping this 
artifact can be played as an 
interrupt. 


Illus. © Christopher Rush 









Adds 3 mana of any single color of 
your choice to your mana pool, 
then is discarded. Tapping this 
artifact can be played as an 
interrupt. 


Black Lotus 


Mono Artifact 


Illus. © Christopher Rush 
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Enchantment 


Ijr 


Whenever a creature attacks you or 
a planeswalker you control, reveal 
the top card of your library. If it’s 
a Forest card, remove that creature 
from combat. Then put the revealed 
card on the bottom of your library 7 . 
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( ( Legendary Creature — Human Wizard jfij) 


Whenever you cast an instant or sorcery spell, 
you may pay 4 3 . If you do, copy that spell. 
You may choose new targets for the copy. 

Whenever another nontoken creature enters 
the battlefield under your control, you may 
pay ♦ A . If you do, put a token that’s a copy 
of that creature onto the battlefield. 


Hilary 
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Two-Headed Cerberus 


Creature — Hound 


Double strike (This creature deals both 
first-strike and regular combat damage.) 


The left head keeps the right head starved 
as motivation to track new prey. 




m 


I 










4 I i 


i 


r r 




Creature — Centaur Warrior 


Khestes the Adamant, the Champion's 
closest ally among the centaurs, took 
one stone to his shoulder and another 
to his flank. He held his stride and his 
aim, arid let fly the arrow that killed the 
giant Grinthax. 

— The Theriad 


--&*■ Steve Prescott 
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Chandra, Flamecaller 


ace, the Mind Sculptor 


Planeswalker 


Look at the top card of target player’s library 
You may put that card on the bottom of that 
player’s library. 


Planeswalker — Chandra 


Put two 3/1 red Elemental creature tokens 
with haste onto the battlefield. Exile them at 
the beginning of the next end step. 

Discard all the cards in your hand, then 
draw that many cards plus one. 


Draw three cards, then put two cards from 
your hand on top of your library in any order 


Return target creature to its owner’s hand 


Chandra, Flamecaller deals X damage to 
each creature. 


Exile all cards from target player’s library, then 
that player shuffles his or her hand into his or 
her library. 


Jason Chan 
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Army of the Damned 


Sorcery 


Put thirteen 2/2 black Zombie creature 
tokens onto the battlefield tapped. 

Flashback 7 (You may cast this 

card from your graveyard for its flashback 
cost. Then exile it.) 

Sometimes death comes knocking. 
Sometimes it tears down the zvalls. 


Bane of Hanweir attacks each turn if able 

At the beginning of each upkeep, if a 
player cast two or more spells last turn, 
transform Bane of Hanweir. 

Technically he never left his post. He looks 
after the wolf wherever it goes. 


type JReynoIds 


Creature — Werewolf 





Bloodshot Trainee 


Creature — Goblin Warrior 


c* : Bloodshot Trainee deals 4 damage 
to target creature. Activate this ability 
only if Bloodshot Trainee’s power is 4 
or greater. 

“Just think how strong I'll be if my arms 
don't tear off!" 


t StHrari 


/ Bloodshot Trainee 


<* : Bloodshot Trainee deals 4 damage 
to target creature. Play this ability only 
if Bloodshot Trainee’s power is 4 or 
greater. 

“ Hrrngh ! Someday I'm going to hurl this 
. . . er . . . roll this . . . hrrngh . . . nudge this 
boulder right down a cliff." 

rarn ; mw 
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Totally Lost 




Instant 


Put target nonland permanent on 
top of its owner’s library. 

Fblthp had always hated crowds. 


David Palumbo 
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((Statute of Denial ^ A A) 



■ Instan^^^^ m) 


Counter target spell. If you control 
a blue creature, draw a card, then 
discard a card. 

“Pyrotechnic activity of any sort is 
strictly prohibited. It is irrelevant that 
today is a holiday.” 






Counter target spell. If you control 
a blue creature, draw a card, then 
discard a card. 

“Pyrotechnic activity of any sort is 
strictly prohibited. It is irrelevant that 
today is a holiday.” 
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Instant 


Put target nonland permanent on 
top of its owner’s library. 

Fblthp had always hated crowds. 


— David Palumbo 
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Instant 

Counter target spell. If you control 
a blue creature, draw a card, then 
discard a card. 

‘ Pyrotechnic activity of any sort is 
strictly prohibited. It is irrelevant that 
today is a holiday 
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Akroan Horse 


Artifact Creature — Horse 


Defender 

When Akroan Horse enters the 
battlefield, an opponent gains control 
of it. 

At the beginning of your upkeep, each 
opponent puts a 1/1 white Soldier 
creature token onto the battlefield. 


js'-Seb McKinnon 
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Artifact Creature — Construct 


Creepy Doll is indestructible. 

Whenever Creepy Doll deals combat 
damage to a creature, flip a coin. If you 
win the flip, destroy that creature. 

A child's porcelain doll ivent missing one 
night, as did a pair of kitchen shears and the 
town magistrate. 


Stewart V' / 
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Flying 

During your upkeep, pay * •>* 

or bury Vaevictis Asmadi. 

• : +1/+0 until end of turn 
9 : + 1/+0 until end of turn 

♦ : + 1/+0 until end of turn 


©© 


Hying 

As long as they are not attacking, 
untapped creatures you control get 

+ 0 '+ 2 . 

During your upkeep, pay * » ♦ or 
bury’ Arcades Sabboth. 

*: +0/+1 until end of turn 


Him Edward Heard, Jr. 


Summon HJder Dragon Le 


Flying, rampage: 2 
During your upkeep, pay * 4 
or bury Chromium. I 


lllus. I Edward Heard, Jr. 


Summon Elder Dr 


gSftW 


Flying 

Whenever Nicol Bolas damages an 
opponent, that opponent discards 
his or her entire hand. Ignore this 
ability if that opponent has no 
cards left in hand. 

During your upkeep, pay 4 1 «> or 
bury Nicol Bolas. 


Illus. Edward Beard, Jr. 
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Summon Elder Draggn Legend 


Flying, trample 
During your upkeep, pay * 3 + 
or bury Palladia-Mors. 


Illus. Edward Beard* Jr. 
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Riku of Two Reflections 



( ( Legendary Creature — Human Wizard ^ 


Whenever you cast an instant or sorcery spell, 
you may pay * 9 . If you do, copy that spell. 
You may choose new targets for the copy. 

Whenever another nontoken creature enters 
the battlefield under your control, you may 
pay ♦ 4 . If you do, put a token that’s a copy 
of that creature onto the battlefield. 
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Creature 
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— Legend 


1 * 4 , <>*: Return target artifact or 
enchantment card from your 
graveyard to your hand. 

“/ never thought I'd spend my life 
- fighting. Vm a maker, not a destroyer :** 


Kara dor. Ghost Chieftain JIMl 
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( ( Legendary Creature — Centaur Spirit 


Karador, Ghost Chieftain costs 1 less 
to cast for each creature card in your 
graveyard. 

During each of your turns, you may cast 
one creature card from your graveyard. 

“ Death tried to uncrown me. But now l 

ng of a greater realm” 
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Legendary Creature — Human Wizard 


Whenever you cast an instant or sorcery spell, 
you may pay * 9. If you do, copy that spell. 
You may choose new targets for the copy. 

Whenever another nontoken creature enters 
the battlefield under your control, you may 
pay ♦ 4 . If you do, put a token that’s a copy 
of that creature onto the battlefield. 


— js'lrry 
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hanna, Chip’s Navig aCPJL OOO 
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Creature — Lencnd, 
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1 * 4 , <>*: Return target artifact or 
enchantment card from your 
graveyard to your hand. 

“/ never thought Id spend my life 
fighting. I'm a maker, not a destroyer \ 


Ulus. Dave Dorman 
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[ ( Legendary Creature — Centaur Spirit 

Karador, Ghost Chieftain costs 1 less 
to cast for each creature card in your 
graveyard. 

During each of your turns, you may cast 
one creature card from your graveyard. 

“ Death tried to uncrown me. But notv I 
return, king of a greater realm ” 1 1 

3/4 )] 


PjR-' Todd Lockwood 
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Legendary Creature — jj?entaur 


luman Wizard 


1*4, <>*: Return target artifact or 
enchantment card from your 
graveyard to your hand. 

“/ never thought Id spend my life 
fighting. I'm a maker, not a destroyer." 


Karador, Ghost Chieftain costs 1 less 
to cast for each creature card in your 
graveyard. 

During each of your turns, you may cast 
one creature card from your graveyard. 

* Death tried to uncrown me. But now I 
return, king of a greater realm" 


Whenever you cast an instant or sorcery spell 
you may pay 4 d. If you do, copy that spell. 
You may choose new targets for the copy. 

Whenever another nontoken creature enters 
the battlefield under your control, you may 
pay ♦ 4 . If you do, put a token that’s a copy 
of that creature onto the battlefield. 
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Legendary Creature ->)Numan Wizard 

I U, 


Whenever you cast an instant or sorcery spell, j 
you may pay 4 3. If you do, copy that spell. 
You may choose new targets for the copy. 

Whenever another nontoken creature enters 
the battlefield under your control, you may 
pay ♦ 4 . If you do, put a token that’s a copy 
of that creature onto the battlefield. 
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1 * 4 , <>•: Return target artifact or 
enchantment card from your 
graveyard to your hand. 


“/ never thought I'd spend my life 
fighting. I'm a maker, not a destroyer'' 


Karador, Ghost Chieftain MM 
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Legendary Creature 
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Karador, Ghost Chieftain costs 1 less 
to cast for each creature card in your 
graveyard. 

During each of your turns, you may cast 
one creature card from your graveyard. 

“ Death tried to uncrown me. But notv I 

a greater realm." I 

1 3/4 1 
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Creature Legend 


1 * 4 , <>*: Return target artifact or 
enchantment card from your 
graveyard to your hand. 


( Legendary Creature — Centaur Spirit f|] 


Karador, Ghost Chieftain costs 1 less 
to cast for each creature card in your 
graveyard. 

During each of your turns, you may cast 
one creature card from your graveyard. 


“ Death tried to uncrown me. But now I 
return, king of a gr VObtL** 
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IT.,.* « 


vuiJL* 


Legendary Creature — Human Wizard 


Whenever you cast an instant or sorcery spell, | 
you may pay 4 9. If you do, copy that spell. 
You may choose new targets for the copy. 

Whenever another nontoken creature enters 
the battlefield under your control, you may 
pay ♦ 4 . If you do, put a token that’s a copy 
of that creature onto the battlefield. 
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Legendary Creature — Human Wizard ^ 

Whenever you cast an instant or sorcery spell, 
you may pay * 3. If you do, copy that spell. 
You may choose new targets for the copy. 

Whenever another nontoken creature enters 
the battlefield under your control, you may 
pay ♦ 4 . If you do, put a token that’s a copy 
of that creature onto the battlefield. 
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Creature — Legend 


1*4, <>*: Return target artifact or 
enchantment card from your 
graveyard to your hand. 

“/ never thought Id spend my life 
fighting. I'm a maker, not a destroyer' 
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(( Legendary Creature — Centaur Spirit 


Karador, Ghost Chieftain costs 1 less 
to cast for each creature card in your 
graveyard. 

During each of your turns, you may cast 
one creature card from your graveyard. 

“ Death tried to uncrown me. But now I 
return, king of a greater realm.** 

3/4 ) 


— -*^Todd Lockwood 


I 

- MU 













Riku of Two Reflections 


M < 






sj j: 


.AS 

lii 


Legendary Creature — Human Wizard 


Whenever you cast an instant or sorcery spell, 
you may pay * 9. If you do, copy that spell. 
You may choose new targets for the copy. 

Whenever another nontoken creature enters 
the battlefield under your control, you may 
pay ♦ 4 . If you do, put a token that’s a copy 
of that creature onto the battlefield. 
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1 * 4 , <>*: Return target artifact or 
enchantment card from your 
graveyard to your hand. 

“/ never thought I'd spend my life 
fighting. I'm a maker, not a destroyer.' 


((Karador, Ghost Chieftain 



[ ( Legendary Creature — Centaur Spirit 

Karador, Ghost Chieftain costs 1 less 
to cast for each creature card in your 
graveyard. 

During each of your turns, you may cast 
one creature card from your graveyard. 

“ Death tried to uncrown me. But notv I 
return, king of a greater realm ” 1 1 
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Basic Land — Island 
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Basic Land — Island 
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Summoner's Pact 


Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 If you don’t, you lose the 
game. 
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Search your library for a green 
creature card, reveal it, and put it into 
•ygm hand. Then shuffle your librar 

At theTeglniiuig 'of youi ii'SHTupkeep, 
pay 2 If you don’t, you lose the 
game. 









Summoner's Pact 


Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 If you don’t, you lose the 
game. 
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Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
yoyj^a-n d: Tl W - sft nft k yetHOifa£ary. 

At the beginning of your next upkeep? 
pay 2 If you don’t, you lose the 
game. 
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Instant 

Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
yoyjU^aadr ThcnThu fflc y o w dih^gry. 

At the beginning of your next upkeep? 
pay 2 If you don’t, you lose the 
game. 














Summoner's Fact 


Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 


At the beginning of your next upkeep, 
pay 2 If you don’t, you lose the 
game. 


















Summoner's Fact 


Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 If you don’t, you lose the 
game. 






Summoner's Fact 


Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 If you don’t, you lose the 
game. 


Tarmogoyf’s power is equal to the 
number of card types among cards 
in all graveyards and its toughness 
is equal to that number plus 1 . 

(The card types are artifact , creature, 
enchantment, instant, land, planeszvalker, 
sorcery, and tribal.) 
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Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 If you don’t, you lose the 
game. 


^ Chippy 

''ypijt v',109 >-2007 Wizards of the Coast. Inc. 130/ 1 8tV 




--I- ■ ?«Mf - 




v / Tarmogoyf 




Creature — Lhurgoyf 


Tarmogoyf’s power is equal to the 
number of card types among cards 
in all graveyards and its toughness 
is equal to that number plus 1 . 

(The card types are artifact , creature , 
enchantment, instant, land, planeszvalker, 
sorcery, and tribal.) 





Enchantment 


Whenever a player casts an instant or 
sorcery spell, each other player copies 
that spell. Each of those players may 
choose new targets for his or her copy. 

“All consciousness is one, separated only 
by a thin veil of the physical.” 

— Jace Beleren 


*=p-Steve Argyle 

,M & < 1993-2009 Wizards of the Coast LLC 5-1/249 




l((Hive Mind 

1 1 r u 

IZlI 




Hive Mind 


Um 


\! 




4, 

V 


kV s 


Enchantment 


Whenever a playe r easte-an- in^nt 
sorcery speil^each other player copies 
that spell. EacfTofTliuse placet s TirSy'*' 
choose new targets for his or her copy. 

“All consciousness is one, separated only 
by a thin veil of the physical.” 

— face Beleren 
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Divination 



Draw »x) cards. 

”The key to unlocking this puzzle is 
tathtnyou.” 

— Dcrtci, mentor of Mistral ItU 


Divination 
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Sorcery 



Draw two cards. 

“The key to unlocking this puzzle is 
tzithinyou.” 

— Doriel, mentor of Mistral Isle 
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Enchantment 


Whenever a player casts an instant or 
sorcery spell, each other player copies 
that spell. Each of those players may 
choose new targets for his or her copy. 

“All consciousness is one , separated only 
by a thin veil of the physical” 

— Jace Beleren 
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Sorcery 




Draw two cards. 

”The key to unlocking this puzzle is 
tdthinyou.” 

— Dorset, mentor of Mistral Isle 




Sorcery 


Draw two cards. 

“The key to unlocking this puzzle is 
tdthinyou.” 

— Done I, mentor of Mistral Isle 
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Enchantment 


Whenever a player casts an instant or 
sorcery spell, each other player copies 
that spell. Each of those players may 
choose new targets for his or her copy. 

“All consciousness is one , separated only 
by a thin veil of the physical” 

— Jace Beleren 


-^Steve Argyle 
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Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 ♦ ♦ . If you don’t, you lose the 
game. 


——Chippy 
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Summoner's Pact 


Instant 


Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 ♦ ♦ . If you don’t, you lose the 
game. 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 ♦ ♦ . If you don’t, you lose the 
game. 
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Enchantment 


Whenever a player casts an instant or 
sorcery spell, each other player copies 
that spell. Each of those players may 
choose new targets for his or her copy. 

“All consciousness is one , separated only 
by a thin veil of the physical” 

— Jace Beleren 


Summoner's Pact 
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Instant 


Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 ♦ ♦ . If you don’t, you lose the 
game. 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 If you don’t, you lose the 
game. 


-—Chippy 

T* 4 & £ 1993-2007 Wizards of the Coast, Inc. liWtl 


-—Chippy 

.pht £ 1993-2007 Wizards of the Coast, Inc. 





If Summoner's Part 


“.t: 











Summoner's Pact 


Summoner's Pact 


Instant 


Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 ♦ ♦ . If you don’t, you lose the 
game. 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 ♦ ♦ . If you don’t, you lose the 
game. 
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Enchantment 


Whenever a player casts an instant or 
sorcery spell, each other player copies 
that spell. Each of those players may 
choose new targets for his or her copy. 

“All consciousness is one , separated only 
by a thin veil of the physical” 

— Jace Beleren 


Summoner's Pact 


Summoner's Pact 
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Instant 


Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 ♦ ♦ . If you don’t, you lose the 
game. 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 If you don’t, you lose the 
game. 
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Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 If you don’t, you lose the 
game. 
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Summoner's Pact 


Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 If you don’t, you lose the 
game. 
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Summoner's Pact 


Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 If you don’t, you lose the 
game. 


»» Chippy 

< 1 90 >-2007 Vizards of the Coast, Inc. |30/18? 


Enchantment 


Whenever a player casts an instant or 
sorcery spell, each other player copies 
that spell. Each of those players may 
choose new targets for his or her copy. 

“All consciousness is one, separated only 
by a thin veil of the physical” 

— Jace Beleren 


-^Steve Argyle 
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Summoner's Pact 


Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 If you don’t, you lose the 
game. 
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Enchantment 


Whenever a player casts an instant or 
sorcery spell, each other player copies 
that spell. Each of those players may 
choose new targets for his or her copy. 

“All consciousness is one, separated only 
by a thin veil of the physical” 

— Jace Beleren 


-^Steve Argyle 
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Summoner's Pact 


Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 If you don’t, you lose the 
game. 
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Enchantment 


Whenever a player casts an instant or 
sorcery spell, each other player copies 
that spell. Each of those players may 
choose new targets for his or her copy. 

“All consciousness is one , separated only 
by a thin veil of the physical” 

— Jace Beleren 


-^Steve Argyle 
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Instant 


Summoner’s Pact is green. 


Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 


At the beginning of your next upkeep, 
pay 2 If you don’t, you lose the 
game. 
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Enchantment 


Whenever a player casts an instant or 
sorcery spell, each other player copies 
that spell. Each of those players may 
choose new targets for his or her copy 


All consciousness is one, separated only 
by a thin veil of the physical.” 

— Jace Beleren 
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Instant 


Summoner’s Pact is green. 

Search your library for a green 
creature card, reveal it, and put it into 
your hand. Then shuffle your library. 

At the beginning of your next upkeep, 
pay 2 If you don’t, you lose the 
game. 
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Enchantment 


Whenever a player casts an instant or 
sorcery spell, each other player copies 
that spell. Each of those players may 
choose new targets for his or her copy. 

“All consciousness is one , separated only 
by a thin veil of the physical” 

— Jace Beleren 


-^Steve Argyle 
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Trojan Horse 

Your comments: 
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Trojan Horse 

Your comments: 



so *>e ask Magic players 
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2 Steam Vents 
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3 Temple Garden 
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4 Blood Crypt 


8.73 

5 Hallowed Fountain 
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8 Sphinx's Revelation 
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Until end of turn, Gideon, Ally of Zendikar 
I \ mH • becomes a 5/5 Human Soldier Ally creature with 
1 * indestructible that's still a planesw ; alker. Prevent 

all damage that would be aealt to him this turn. 


r f • Put a 2/2 white Knight Ally creature token onto 
* the battlefield. 


* You get an emblem with “ Creatures you control 
Rt’get+1/+1.” 
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Jace, the Mind Sculptor 


Planeswalker 




Look at the top card of target player s library. 
I You may put that card on the bottom of that 
player’s library. 


. Draw three cards, then put two cards from 
* your hand on top of your library in any order 




I Return target creature to its owner’s hand. 


Jason Chan 


Exile all cards from target player’s library, then 
I that player shuffles his or her hand into his or 
her library. ^ ^ 

itfei 


.if# * 










Liliana of the Veil 


Planeswalker — Liliana 


£l I Each player discards a card 




! Target player sacrifices a creature. 


Separate all permanents target player controls 
l into two piles. That player sacrifices all 
permanents in the pile of his or her choice. 








Chandra, flamecaller 


Planeswalker — Chandra 


Put two 3/1 red Elemental creature tokens 
l ! with haste onto the battlefield. Exile them at 
9 the beginning of the next end step. 

, . Discard all the cards in your hand, then 
, * draw that many cards plus one. 


Chandra, Flamecaller deals X damage to 
each creature. 


104/184 M 

OGW • EN fe' J ason Rain vine. 
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Nissa, Worldwaker 


Planeswalker — Nissa 












. Target land you control becomes a 4/4 Elemental 
* creature with trample. It’s still a land. 


! Untap up to four target Forests. 


Search your library for any number of basic land 
r f * cards, put them onto the battlefield, then shuffle 
your library. Those lands become 4/4 Elemental 
creatures with trample. They're still lands. 
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Planeswalker — Tibalt 


|U * Draw a card, then discard a card at random. 


Tibalt, the Fiend-Blooded deals damage 
I equal to the number of cards in target 
player’s hand to that player. 


Gain control of all creatures until end of 
I turn. Untap them. They gain haste until end 
of turn. 


Peter Mohrbaeher 
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Planeswalker — Tibalt 


K3i : Draw a card, then discard a card at random. 

Tibalt, the Fiend-Blooded deals damage 
n I equal to the number of cards in target 
player’s hand to that player. 

Ciain control of all creatures until end of 
I turn. Untap them. They gain haste until end 
^ of turn. ^ ^ ^ 
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Search your library for any number of basic land 
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Target land you control becomes a 4/4 Elemental 
creature with trample. It’s still a land. 
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f • cards, put them onto the battlefield, then shuffle 
f your library. Those lands become 4/4 Elemental 
creatures with trample. They’re still lands. 


f Planeswalker 

tr 

^ I Each player c 

f® 

\ \ Target player 

Separate all j: 
P ; into two pile? 
S permanents ij 



















'{ Cjideon, Ally of Zendikar 


fjace, the Mind Sculptor 


Liliana of the Veil 


Chandra, flamec 


Planeswalker 


Until end of 
becomes a 5/ 
indestructibld 
all damage tn 

Put a 2/2 whj 
the battlefield 


Planeswalker 


Look at the u\ 
You may put 
player’s librar 


Nissa, World waker 


Return target 


Planeswalker 


Planeswalker 


Put two 3/1 J 
with haste on 
the beginning 

Discard all tH 
draw that ma 


Separate all [ 
into two pile* 
permanents ii 


Planeswalker — Nissa 
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creature with trample. It’s still a land. 


Untap up to four target Forests. 


Search your library for any number of basic land 
cards, put them onto the battlefield, then shuffle 
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creature with trample. It’s still a land. 


Untap up to four target Forests. 


Search your library' for any number of basic land 
cards, put them onto the battlefield, then shuffle 
your library. Those lands become 4/4 Elemental 
creatures with trample. They’re still lands. 
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f Tibalt, the Fiend-.^ ^>ded 


Planeswalker — Tibalt 


Draw a card, then discard a card at random 


Tibalt, the Fiend-Blooded deals damage 
equal to the number of cards in target 
player’s hand to that player. 

Gain control of all creatures until end of 
turn. Untap them. They gain haste until end 
of turn. . 


Peter Mohrbacher 







Tibalt, the 1 


Planeswalker — Tibalt 


fil I Draw a card, then discard a card at random 


Tibalt, the Fiend-Blooded deals damage 
equal to the number of cards in target 
player’s hand to that player. 

Gain control of all creatures until end of 
turn. Untap them. They gain haste until end 
of turn. ^ . 


— Peter Mohrbacher 
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the Fiend 


Planeswalker — Tibalt 


I Draw a card, then discard a card at random 


Tibalt, the Fiend-Blooded deals damage 
n I equal to the number of cards in target 
1^1 player’s hand to that player. 

^ 2 ® Gain control of all creatures until end of 

I turn. Untap them. They gain haste until end 
of turn. ^ 


Peter Mohrbacher 
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Infernal Spawn of 
Infernal Spawn of Evil 
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Creature — 


Child 


I- 




Flying, first strike, trample 

If you say ‘Tm coming, too!" as you search 
your library, you may pay 1 # and reveal 
infernal Spawn of Infernal Spawn of Evil 
from your library to have it deal 2 damage 
to a player of your choice. Do this no more 
than once each turn. 


_-~Ron S|>em e, . 
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Kill! Destroy! 
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Destroy targ^ nonSlack creature. 1 

Gotcha — Whenever* an opponent says 
“Kill” or “Destroy,” you may say “Gotcha! 
If you do> return ^ill! Destroy! frdm your 
graveyard to your hand. 

GetTtfig “Gotcha y ed” again aryl again. 


^ ^Corey^D. Maco^k^ I^fef ^463 
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Destrov targ^t nonblack creature. ^ 

Gotcha^ Whenever an opponent says 

‘Destroy,” you may say ‘‘Gotcha! 
If you do, return Jjpll! Destroy! frdm your 
graveyard to your hand. 

GetTtfig “Gotcha ’ed” again aryl again. 













Kill! Destroy! 
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Instant 
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DestrojU^^^ ereatiM^^ 

Ciotcha — Whenever an opponent i 
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Kill” or “Destroy,” you may say 44 
Fyo&d Q ^rc Curn tell! Dcstru yLfo* 
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Destroy targ^ nonfrlack creature. 1 

Gotcha — Whenever an opponenways 
“Kill” or “Destroy,” you may s^^Gotcha! 
If you do, return \jrill! Destroy! fr< 

graveyard to your hand. 

■> — ^ 

Getitng “Gotcha ’ed” again aryl again. 
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Kill! Destroy! 




Instant 


Destroy targs| non black creature. \ , ^ 

Gotcha — Whenever an opponent says 
“Kil l” Qi ^ Dootyg^’ - vmi -T nav '-ft a vJlGotcha! 
rou do, rci'urn '*ill! Destroy! from yoi 
iveyard to your hand. 
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Number C 







Instant 


Return target permanent to its owner’s 
han< 




Gotcha — Whenever an opponent says a 
number, you may say “Gotcha!” If you 
do, return Number Crunch from your 
l ycyard to your hand. 

Can you digit? 




-Stephen Daniele 
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( ( Creature — Bird 


Gotcha — Whenever an opponent 
touches the table with his or her 
hand, you may say “Gotcha!” If you 
do, return Cardpecker from your 
•-graveyard to your hand. 
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Gotcha — Whenever an opponent 
audibly flicks the cards in his or her 
hand, you may say “Gotcha!” If you do, 
return Stop That from your graveyard to 
your hand. 
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Touch and Go 


Sorcery 


P««iT5ytargct land. 

Gotcha — Whenever an opponent touches his 
or her face, you may say “Gotcha!” If yomdo, 
return Touch and Go from your graveyarcBto 
your hand. ^ 

Syglge’s ruling: The interior of the face still counff^ 
aTthrioce^Q^ yiose-p^ is Ugidmcue^wrc^ 
saying “Gh^ ~~~f A 
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Creatin£Lj3=J4^ 

Gotcha — Whenever an opponent laughs, 
H you may say “Gotcha!” If you do, return 
laughing Hyena from your graveyard to 
rc>ur hand. 
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“7 av> mtpiniKfMiiaig man uvett . urn 
muffin says to the other muffin , Tri getting hot 
in here, huh? 'The oilier muffin says, *Aagh! A 
talking muffin!'" 
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__ — M«irk Poole 
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Gotcha — Wlww^^ laughs, 

you may sij ^C jotchaT j j)you do, return 
I .aughing 1 lye^ u r graveyard to 

your hand. 

“Two muffins are baking in an oven . One 
muffin says to the other muffin , 7/ *s getting hot 
in here, huh? ’The other muffin says, 'Aagh! A 
talking muffin!’” _ 

Mark Poole 2/2 ) 
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( Creature — Eldrazi 


Annihilator 2 (Whenever this creature attacks , 
defending player sacrifices two permanents.) 


“ Whatever the Eldrazi *s purpose is , it has nothing 
to do with something so insignificant as us” 

— Nirthiiy lone missionary 


asrTodd Lockwood 

™ & C 1903-20 10 Wizards of the Coast LLC 1 3 248 
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Annihilator 2 (Whenever this creature attacks , 
defending player sacrifices two permanents.) 


“Whatever the Eldrazi y s purpose is, it has nothing . 
to do with something so insignificant as us” ■ 

— Nirthii, lone missionary 

~ 8/8 








□ Allen 



Annihilator 2 (Whenever this creature attacks , 
defending player sacrifices two permanents.) 



“ Whatever the Eldrazi ’s purpose is, it has nothing 
to do with something so insignificant as us” 

— Nirthu, lone missionary 


-Todd Lockwood 
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( Creature — Eldrazi 


Annihilator 2 ( Whenever this creature attacks, 
defending player sacrifices two permanents.) 

Ulamog’s Crusher attacks each turn if able. 

“ Whatever the Eldrazi ’s purpose is, it has nothing 
to do with something so insignificant as us” 

— Nirthu, lone missionary 


asrTodd Lockwood 
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Annihilator 2 ( Whenever this creature attacks, 
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Ulamog’s Crusher attacks each turn if able. 

“ Whatever the Eldrazi y s purpose is, it has nothing 
to do with something so insignificant as us” 
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( Creature — Eldrazi 


Annihilator 2 (Whenever this creature attacks , 
defending player sacrifices two permanents,) 

Ulamog’s Crusher attacks each turn if able. 

“ Whatever the Eldrazi y s purpose is, it has nothing 
to do with something so insignificant as us.” 

— Nirthu, lone missionary 


^Todd Lockwood 
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Creature — Eldrazi 


Annihilator 2 (Whenever this creature attacks , 
defending player sacrifices two permanents,) 

Ulamog’s Crusher attacks each turn if able. 

“ Whatever the Eldrazi y s purpose is, it has nothing 
to do with something so insignificant as us.” 

— Nirthu, lone missionary 


^Todd Lockwood 
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Ulamtfd*s'*Crusher 


Todd Lockwood 


Griselbrand 


[((Errant Ephemeron 


Creature — Illusion 


Flying 

Suspend 4-Jl * (Rather than play this 
:ard frontyrur hand, you may pay 1 * 
aruTTStnove it from the game with four time 
counters on it. At the beginning of your 
upkeep, remove a time counter. When you 
remove the last, play it without paying its 
mana cost. It has haste.) 


-Luca Zontini 

fM & * 1993-2006 Wizards of the Coast, Inc. 60/301 
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this creature attacks y 
two permanents.) 

attacks each turn if able. 

“Whatever the Eldrazi’s purpose is, it has nothing 
to do with something so insignificant as us.” 

— Nirthu, lone missionary 
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Cyclic 


Legendary Creature — Demon 


Flying, lifelink^p 

Pay"7 * life"'I3raw seven cards. 


“Avacyn emerged from the broken 
Helvault, but her freedom came at a 
price — him.” 

— Thalia, Knight-Cathar 
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Creature — Illusion 


Creature — Eldrazi 


Flying 

Suspend 4 il 4 (Rather than play this 
£ard froniyrur hand, you may pay 1 * 
anTT&move it from the game with four time 
counters on it. At the beginning of your 
upkeep, remove a time counter. When you 
remove the last, play it without paying its 
mana cost. It has haste.) 


Flying, lifelink^) 
Pay , 7 , ftTS:'I5raw seven cards. 

“Avacyn emerged from the broken 
Helvault, but her freedom came at a 
price — him ” 

— Thalia, Knight-Cathar 


Annihilator 2 (wBtenever this creature attacks, 
defending playerj/ucrifices two permanents .) 

Ulam^g^s Crusher attacks each turn if able. 

“Whatever the Eldrazi y s purpose is, it has nothing 
to do with something so insignificant as us” 

— Nirthu, lone missionary 
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Our three favorite players 

Timmy, Johnny, and 
Spike 
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• Making NifK Astfmrc 


What Does That Mean? 

First of all, be aware that if you are listed as having two or 
three types (such as Johnny / Spike), your most prominent 
type is listed first. 

Now that you've taken the test, I'm sure you're asking 
questions like what the heck is a Timmy, Johnny, or Spike? 
Here in Magic R&D our job is create a game that makes 
players happy. In order to do this, we have to find out what 
players like about our game. Doing so has been a long 
ongoing process involving numerous factors. We've done 
questionnaires. We've done focus groups. We've lurked on 
Magic web sites and bulletin boards. We've talked to players 
in person. Heck, we even see what articles you read on this 
site. 

After numerous years, we've come to the conclusion that 
there are three basic types of Magic players. The fancy term 
for these categories is ’psychographic profiles." A 
psychographic profile separates players into categories 
based on their psychological make-up. What motivates that 
player to play? What kind of cards do they like? What kind of 
things encourages that player to keep on playing? 
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Creature — Elemental 


As Molten Sentry comes into play, flip a 
coin. If the coin comes up heads, Molten 
Sentry comes into play as a 5/2 creature 
with haste. If it comes up tails, Molten 
Sentry comes into play as a 2/5 creature 
with defender. 


Some take after their father , Stone y some after 
their mother , Fire . 
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( ( Legendary Creature — Hydra Avatar 


Protection from everything 

If Progenitus would be put into a 
graveyard from anywhere, reveal 
Progenitus and shuffle it into its 
owner’s library instead. 

The Soul of the World has returned. 
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You must play both B.F.M. cards to put 
leaves play, sacrifice the other. 

B.F.M. can be blocked only by three or 

It was big. Really, really big. No, bigger 
No, more. Look, we ’ re talking krakens and 


B.F.M. into play. If either B.F.M. card 


more creatures. 


than that. Even bigger. Keep going. More, 
dreadnoughts for jewelry. It was big! ” 

— Arna Kenneriid, skyknight 
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to target creature or 
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Put a 3/3 green Elephant 
creature token into play. 
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creature. It can't be 
regenerated. 


Prevent the next 2 damage 
that would be dealt to 
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Counter target 
noncreature spell 


Return target permanent 
to its owner's hand. 
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hand. 


Destroy target land 


Assault deals 2 damage 
to target creature or 
player. 


Put a 3/3 green Elephant 
creature token into play. 


Taigct creature gets 
+2/+2 until end of turn. 


Destroy target 

enchantment. 




Instant 


• Mot David Martin 


Suffering 


Sorcery 


Sorcery 


• Nlu* David Martin 


Mus David Martin 
- *** »*> 


Hssault 


Instant 


Sorcery 


Illus. Ben Thompson 

©1993-2000 Wizards of the Coast, Inc. 295/350 


Illus. Ben Thompson 

©1993-2000 Wizaids of the Coast, Inc. 295/350 



























08) Civilized Scholar 


Creature — Human Advisor 


At the beginning of your end step, 
if Homicidal Brute didn’t attack 
this turn, tap Homicidal Brute, then 
transform it. 

For a moment his basest desires run free , 
unshackled by reason or conscience. 


c* : Draw a card, then discard a card. If a 
creature card is discarded this way, untap 
Civilized Scholar, then transform it. 

“Me, angry? Of course not. Thanks to my 
research , Vm above such petty emotions now ” 
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Sorcery 


You win the game if you control a 
land of each basic land type and a 
creature of each color. 

“You can build a perfect machine out 
of imperfect parts.” 

— Urza 
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Every December we allow our dedkated staff to take a vocation by running rwo Best Of weeks where we 
rerun the best of the year. My tradition for my column is that I always use the first week to run what I 
thought was my favorite article on design ond I use my second week to run my personol favorite column. 


As it's the first week, you get a meaty design orticle today. Having done Ftve Hundred and Counting 
recently, I had most of this year's articles graded, so I looked through oil my five-star columns. My favorite 
ended up being one I hodn t graded yet. 


Here are my runner ups: 
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• The Bleed Story 
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this a read. 


Happy holidays, everyone! 
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the speech) turned out. If you have any interest in designing ony kind of game, I strongly urge you to give 
this a read. 

Happy holidays, everyone! 
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junkmidrange asked: For Vorel not hitting pianeswalkers. which 
makes sense, why not say "non- Planes walker permanent" instead 
of listing out the three things, to include enchantments? 
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was wondering if I could get some trivia on the simic guild or blue 
green cards in general :) 
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